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Pendidikan merupakan kebutuhan manusia yang sangat penting karena pendidikan 
mempunyai tugas untuk menyiapkan sumber daya manusia bagi pembangunan 
bangsa dan negara. Namun dalam pelaksanaannya, pendidikan di Indonesia tak 
luput dari berbagai masalah. Salah satunya adalah masalah bullying. Tujuan dari 
penelitian ini adalah untuk menghasilkan sebuah media digital berbasis animasi 2D 
yang mampu mengedukasi peserta didik tentang bullying. Penelitian ini 
menggunakan metode Research & Development dengan model pengembangan 
Multimedia Development Life Cycle (MDLC). Hasil penelitian ini menunjukan 
bahwa Media Digital Berbasis Animasi 2D Pada Iklan Layanan Masyarakat 
 telah berhasil dikembangkan sebagai media edukasi seputar bullying 
dan mendapatkan skor 85.87%, yakni Sangat Layak menurut tabel persentase 
Arikunto (2009) untuk digunakan dan disebarluaskan. 
 




















DEVELOPMENT OF DIGITAL MEDIA BASED ON 2D ANIMATION 





Education is an important necessity for human because education has a duty to 
prepare human resources for the development of the nation and state. But in its 
implementation, education in Indonesia is not free from various problems. One of 
them is the problem of bullying. The purpose of this study is to produce a digital 
animation based on 2D animation that is able to educate students about bullying. 
This research used the Research & Development method with the Multimedia 
Development Life Cycle (MDLC) development model. The results of this study 
indicated that 2D Animation-Based Digital Media in Public Service Advertisements 
"STOP BULLYING" has been successfully developed as an educational media 
around bullying and had a score of 85.87%, which was Very Eligible according to 
the Arikunto percentage table (2009) for use and dissemination. 
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